
Marty Teacher Guide – Lesson 2.1 
Second/Third Level 

 

REVIEW OF PROGRAMMING CONCEPTS 

If you and your students have been working your way through different tutorials and lessons 
about Scratch and programming, you will have covered a lot of different programming concepts. 
For example, students will have used blocks in the control menu such as if statements or repeats. 
In this lesson we will go over some of them and review what they do. 

• If Statements 
• Functions 
• Repeats/Loops 
• Variables 
• User Input 

Try asking students the following questions about them, 

o When do you use them? 
o What do they do? 
o Is there anything that is similar to it? 
o What programs have we made using them? Why did we need to include them in that example? 

GROUP MINI PROJECT 

Students will then break into small groups in order to complete a mini project. Each group should 
be given a programming concept that they have to ensure is used in their program along with 
Marty. Students may struggle to come up with some ideas, it might help to remind them the 
different things they have programmed Marty to do before as well as thinking about their 
interests, 

• What programs have we made previously with Marty and your programming concept? 
• Could you adapt this slightly to make it your own? 
• Is there anything we haven’t done with Marty yet that you would like to try? 

 



Marty Teacher Guide – Lesson 2.2 
Second/Third Level 

 

WHAT’S THE DIFFERENCE? 

In this lesson pack, we are focusing on making the transition from block-based programming to 
text-based programming. It’s important that students see that the same logic applies, the way we 
write our commands are just slightly different. Get students to compare the printed-out Scratch 
and Python blocks and discuss what they notice about the two, 

• What do you immediately notice about the two languages? 
• Does each Scratch block have a Python command that you think will do the same thing? 
• Can you describe what you think each of the Python command printouts will do? 

MAZE WORKSHEET AND TASK 

The rest of the lesson is made up of an unplugged activity where students will start to get 
comfortable with the Python commands without having to type them out. Students should start 
off by using the Scratch printouts to navigate their way through the printed maze before doing the 
same with the Python commands. 

• It might help to have the Scratch algorithm on the table whilst the team puts together the blocks 
for the Python algorithm  

• Try extending things a little by using printed control blocks like loops and if statements 

 



Marty Teacher Guide – Lesson 2.3 
Second/Third Level 

 

MARTY SAYS – PYTHON COMMANDS 

Before we start programming in Python, we’re going to do a quick recap using the Python 
commands that have been printed out for the previous lesson. Showing a few different Marty Says 
cards and asking student groups to hold up the correct command to get to that position. 

You can start to make things slightly more challenging by putting together a sequence of cards 
together and asking students how they would recreate those moves. 

USING THE PYTHON SHELL  

You can read our getting started guide that has been included in this lesson pack for instructions 
on installing and setting up everything you need to program Marty in Python with IDLE.  

Once you have everything installed and ready to go, the first window that pops up when you start 
the application will be the Python shell. This is the window that students should start typing in 
their individual commands into. Firstly, starting off with importing the MartyPy library and 
connecting to their Marty using an IP address (this information is covered in our guide). 

Get students to experiment with typing in the commands that we have printed out and see them 
happen in real life. 

MOVEMENT DICE GAME 

Once students are comfortable with using some of the Python commands for Marty, it’s time to 
create short scripts and run them. There are instructions in our guide for creating and running 
Python scripts with IDLE. 

Ensure that students save each of the challenges that they attempt when playing the movement 
dice game with other groups. So that at the end they can easily run all of them again! 



Marty Teacher Guide – Lesson 2.4 
Second/Third Level 

 

DEBUGGING WARM UP  

Students will have started to notice by now that programming and problem solving isn’t always as 
straightforward as it might have first seemed. Sometimes our programs don’t do what we expect 
them to do and this requires us to do a little bit of debugging – looking for errors in our code to fix 
them! Here are a few to look out for, 

• Logic errors: nothing is obviously wrong; the script runs fine but doesn’t do as expected. 
Students should go through each command and work out where the problem occurs and 
what can they add/remove to fix 

• Otherwise, the editor that we are using has probably highlighted a line in the script that it 
has a problem with, 

o We’re not using the MartyPy command correctly (not passing in expected values) 
o There are extra spaces or not enough spaces (Python relies on indenting to 

understand when something like a loop is occurring) 
o Spelling mistakes 
o Extra brackets or missing brackets 
o Missing colon at the end of a loop or if statement condition 
o Python is case sensitive – you may have commands with capital letters in the wrong 

place 

It might be a fun task to get students to keep track of what errors they make or come across and 
at the end of the lesson go over the ones that students have encountered and what they had to 
do to fix it! 

PYTHON TREASURE HUNT 

In their groups, students will take part in the Python treasure hunt that has been created. Students 
will have to guess answers to a clue to find out which file they need to run first, then debug that 
file and get it checked off by a teacher before the teacher can reveal the next clue! 

Once they have debugged and run all of the programs, they should get the final clue which will 
give them a secret about Marty!  

 


